Introduction
Creativity in learning by using a variety of media (audio, visual, animated motion, etc.) will produce maximum cognitive processes. With simple language, it is said that there is a mistake in view by giving a lot of things (text, images, animations and so on) so that students in this case get more information. Learning with many media is known as multimedia-based learning. Multimedia as a means of education has at least two senses, namely a combination of various kinds of media (printed material / text, audio, video, slides, radio broadcasts, television broadcasts), each of which stands alone but programmed. An important component of multimedia is visualization which is one way that can be done to realize something abstract. Two-dimensional or three-dimensional images are visualization into a very useful approach to learning that helps to build creativity.
In general, media can be understood as everything, objects, or even a school environment that allows students to acquire knowledge, attitudes, and skills. In this case, lecturers, books and school environments can be understood as media. More specifically the notion of media in the teaching and learning process tends to be interpreted as graphical, photographic, or electronic devices to capture, process, reconstruct visual or verbal information, thus the media becomes two important parts of material (objects) and equipment (equipment) [1] .
The teaching and learning processbased on PERMENDIKNAS Number 24 of 2007 concerning facilities and infrastructure explaining that the National Education Standards are related to minimal criteria about study rooms, sports venues, places of worship, libraries, laboratories, workshops, playgrounds, vacation spots and creative and other learning resources needed to support the learning process, including the use of information and communication technology. Furthermore, it was strengthened by Presidential Decree No. 50/2000 concerning Procurement of the Indonesian Telematics Coordination Team which refers to the use of ICT in various sectors and aspects of life, including in the field of Education [1] .
In this case, coastal communities or youth groups cannot be separated from education. So, it can be concluded that the teaching and learning process does not look at the profession, learning is a necessity of life "self-generating", which strives for itself, because from birth humans have the drive to live their lives. Humans learn continuously to be able to achieve independence and adapt to various environmental changes [1] .
Based on these descriptions, this article develops audio-video learning multimedia that is expected to provide learning experiences for coastal communities by displaying components through audio-visual media. Development of learning media must be directed to the effectiveness of learning in coastal communities. Thus, educators must be able to choose and use the right media in the material for developing audio-video-based electronic skills learning media in order to achieve optimal learning goals.
Literature review

Multimedia pembelajaran
According to Rosch multimedia is seen as a combination of computer and video [2] , McCormick also states that multimedia is a combination of three elements, namely sound, images, and text [3] . Whereas mention multimedia as a base that can create dynamic and interactive presentations that combine text, graphics, animation, audio, and video. In the context of learning communication [4] , multimedia can be seen as a computer use to create and combine text, graphics, audio, moving images (video and animation) by combining links and toots that allow users to navigate, interact, create, and communicate [5] [6] [7] .
Multimedia can be used as an object of learning that can be reused repeatedly to support learning [8] . And although it is designed and made in small pieces but is able to maximize the objectives and a number of learning situations by utilizing existing resources [1] . This is in line with the opinion of Roy which states that the use of multimedia that is managed well can be a turning point in the process improvement learning [9] .
The establishment of Multimedia Based Learning (PBM) is equipped with a virtual laboratory for the field of digital electronics. If seen from the learning activities can be done by anyone by providing facilities, a toolbar menu form among others: (1) Input, which consists of input switches, push button input, clock generator, logic 0, logic 1, (2) Simulation, which consists of animation star, stop animation, timing diagram simulation, (3) Tools, which consist of digital circuit simulation, fini type state machine simulation. (4) Learning machine, which consists of local demos deeds, material learning, website deeds. Activities that can be carried out by students while doing practical work in the field of electronics [1] .
In this case, multimedia itself has an important role in terms of teaching and learning, because its use makes it easy for instructors to deliver teaching material to students both online and offline.
Learning media
Media (plural) is derived from the Latin word which is the form (singular) medium meaning "in between" (between). Media is in the middle between the sender of the message (sender) and the recipient (receiver, audience or communicant). Sadiman et al., defined that the media restrictions, namely: everything that can be used to deliver the message (message) from the sender to the recipient so that it can stimulate the mind, feelings, concerns and interests of students in a way that learning occurs [1] .
Essentially, a learning process is a communication process, delivering a message of introduction to the receiver. Messages with content /teaching poured into symbols of communication, both verbal (word and writing) and nonverbal is called encoding. The diagram cone of learning from Edgar Dale clearly gives the emphasis to the importance of media in education [1] . Generally, the media can function as follows: 1. to clarify the message that is not to verbalise. 2. to overcome the limitations of space, time, energy and resources senses. 3. to provide potential passion to learn, the more direct interaction between students with learning resources. 4. to allow children to learn independently according to their talents and abilities of visual, auditory and kinesthetic. 5. to provide the same stimuli, similar experience and to rise to the same perception.
Method
This research is a development research aimed to determine the development process, conceptual models, physical models of electronic skills teaching materials and the effectiveness of teaching materials using the program autoplay 7.0 which is focused on developing multimedia learning in the youth group of Bontopannu Village, Pangkep Regency. The development model used in this study is the development model ADDIE which is carried out in several stages, namely (1) Analysis, (2) Design, (3) Development, (4) Implementation, (5) Evaluation [10] . The research data set can be accessed in osf.io Open Science Framework.
Fig. 1. ADDIE Models
Result and discussion
Multimedia learning developed, will be validated by two experts with a revision so that it is feasible to use. Trials were conducted three times, namely individual trials, small group trials and expanded trials. The results of the analysis that will be obtained by educators from learning media are in very good categories
Instrument Validation
Data retrieval is done using an instrument in the form of a questionnaire that has been validated by material experts and media experts in media development. The type of instrument that is validated is; questionnaire responses to trainees, trainer response questionnaires, table activity questionnaires, coach activity questionnaires, pre-post test questions.
The results of the average value of the total validation of the table response questionnaire are 3.00. Questionnaire response tables according to the validation category table and categorized as valid. So that the questionnaire can be used in research.
One To One (Test A One)
Trial Tests of readability were carried out on 3 (three) coastal teenagers in Bontopannu village and the results of the average value of 3.35 were included in the excellent category.
Trial For Small Groups
After the next legibility test was carried out a small group trial. This trial was conducted on 6 (six) people and the results obtained an average value of 3.46 included in the excellent category. So that it can proceed to the next stage, namely an expanded trial.4.4 Trial Expanded. Wider trial was conducted in three (3) meetings. The trainer presents basic electronic teaching materials using learning media for maintenance techniques and telecommunications equipment repairs. Two video tutorials for each sub-section of material, both software and hardware.
The results of the table response analysis show that the learning media of telecommunication equipment maintenance and repair techniques with an average total value of 3.38 in the excellent category. So, it was concluded that the learning media of electronic skills from the development results were responded positively by teenagers in Bontopannu Village, Pangkep Regency.
Evaluation
Learning media using autoplay 7.0 software on teaching materials for maintenance and repair of telecommunications equipment with evaluation of the results of development and implementation. From the evaluation results it was concluded that the learning media using autoplay 7.0 in the youth group of Bontopannu Village, Pangkep Regency were effectively and efficiently used in the learning process. This learning media also needs to be continuously developed following the development of science and technology in order to get better results. The following is a graph of the pre-post test results. 
Conclusion
The conceptual results and physical products resulting from this learning are Tutorial CDs, Handbooks for the use of media and Textbooks. Where it makes it easy for lay people to use the media. Pre-Tes Post-Tes
